COLLEGE OF RHYTHM (BARD) 


Bards of the College of Rhythm actively study music and its 
effects on those who hear it. While this is certainly true of 
most bards, the College of Rhythm takes this to another level, 
unlocking the life-energizing properties of all music. These 
bards gather anywhere you would expect to hear music, from 
concert halls to drinking halls, and travel the world to bring 
the life-giving properties of their music to all who can hear it- 
and even to those who can't. 


MUSICAL AURA 

When you select this College at 3rd level, you gain two 
musical auras that you can invoke. Only one aura can be 
active at a time. Creatures can gain the benefit of your aura 
even if they can't hear you, but a silence spell or similar effect 
will negate the benefits. 

High-Tempo. As a bonus action, you can expend one use of 
Bardic Inspiration to create a 30-ft. radius aura around you 
for 1 minute, filled with a high-tempo rhythm. You and 
friendly creatures of your choice within this aura gain a 
bonus of 10 ft to their speed while inside of this aura. 

Smooth Rhythm. As a bonus action, you can expend one 
use of Bardic Inspiration to create a 30-ft. radius aura around 
you for 1 minute, filled with a relaxing rhythm. You and 
friendly creatures of your choice within this aura gain an 
additional amount of hit points equal to your Bardic 
Inspiration die whenever they regain hit points. 


Amp IT Up 
Starting at 6th level, while your auras are active, you can 
spend an action to increase their effects for one turn. 

High-Tempo. When you use your action in this way, 
creatures affected by your aura have their base speed 
doubled until the end of your next turn, instead of the normal 
bonus. Additionally, each creature affected by your aura does 
not provoke opportunity attacks with their movement until 
the end of your next turn. 

Smooth Rhythm. When you use your action in this way, 
creatures affected by your aura recover hit points equal to 
your Bardic Inspiration die. 

When you use Amp It Up in either of these ways, you can’t 
use it again until you finish a short or long rest. 


OFF THE WALL 

Also at 6th level, you gain the ability to move along vertical 
surfaces on your turn without falling during the move. You 
can also use the Disengage action as a bonus action on your 
turn. 


REVERSE AMP 

At 10th level, you gain the ability to inverse the effects of your 
aura as an action. When you do so, you and your allies lose 
the benefits of your aura until the end of your next turn, at 
which point the aura returns to normal. 

High-Tempo. When you use your action in this way, 
creatures of your choice within your aura must succeed on a 
Wisdom saving throw against your Bard spell save DC or they 
are affected by the slowspell until the end of your next turn. 
If they succeed on the saving throw, their speed is still halved, 
but the other effects of the spell fail 


Smooth Rhythm. When you use your action in this way, 
creatures of your choice within your aura must succeed on a 
Constitution saving throw against your Bard spell save DC or 
take an amount of thunder damage equal to double your 
Bardic Inspiration die, or half as much damage ona 
successful saving throw. 

When you use Reverse Amp in either of these ways, you 
can't use this feature again until you finish a long rest. 


BREAK IT DOWN 
Starting at 14th level, you gain the ability to create a burst of 
life energy to protect your allies from harm. As an action, you 
and friendly creatures of your choice within 60 ft of you gain 
a number of temporary hit points equal to five times your 
Bardic Inspiration die. These temporary hit points last until 
the end of your next turn. 

Once you use this feature, you can’t use it again until you 
finish a long rest. 


TIME-THIEF (ROGUE) 


Whether through magic, divine intervention, or some other 
form of incident, you've gained the ability to manipulate time 
in an area around yourself. While it certainly isn't to the 
extent that many mages accomplish, you find it is very 
valuable in your line of work. 


BLINK-STEP 

At 3rd level, you gain the ability to fast-forward your own time. 
You gain three charges to use for this trait. As a bonus action, 
you can expend one use of Blink-Step to teleport up to half of 
your base movement speed to a space that you can see. You 
can do this up to three times in one turn (still counting as one 
total bonus action), and you can perform an action between 
teleports. 

You cannot use this trait to teleport to a location on the 
other side of a barrier you could not normally pass (Such as 
the other side of a cell door), but you can use it to enter 
spaces as if you had a fly speed equal to your base walking 
speed. 

Once you use a charge, you gain a new charge at the start 
of each of your turns, up to your maximum of three. 


RECALL 

At 9th level, you gain the ability to magically recall your steps. 
As a reaction when you are hit by an attack or are forced to 
make a Dexterity saving throw, you can teleport to an 
unoccupied space that you occupied since the start of your 
last turn, and the attack misses you or you succeed on your 
Dexterity saving throw. 

Additionally, when you use your Blink-Step trait, you can 
use your reaction to teleport to an unoccupied space that you 
occupied since the start of your current turn. 

When you use the Recall trait in either of these ways, you 
can't use it in either way until you finish a short or long rest. 


TIME PULSE 
At 13th level, you learn how to tear time in multiple 
directions, damaging those in the vicinity. As an action, you 
can choose a point within 5 ft of you. All creatures within 5 
feet of this point (including yourself) must make a Dexterity 
saving throw, taking 10d6 force damage on a failure, or half 
as much damage on a success. If you chose a creature as the 
point of origin of this effect, it has disadvantage on the saving 
throw. 

The DC of this saving throw is equal to 8 + your Dexterity 
modifier + your Proficiency bonus. 

Once you use your Time Pulse, you can't do so again until 
you finish a short or long rest. 


KILLING TIME 

Beginning at 17th level, you learn how to steal the time of 
those around you. You regain all your charges of Blink and 
the use of your Recall trait whenever you reduce another 
creature to 0 hit points with a weapon attack or with your 
Time Pulse. Additionally, those who fail the saving throw 
against your Time Pulse are affected by the slow spell until 
the end of your next turn. 


THE REAPER (WARLOCK) 


You have made a pact with a psychopomp, a being whose goal 
is to ensure the death of mortals and the safe transition of 
their souls into the afterlife. Such beings rarely desire the 
death of all things, but rather that nothing escapes their 
ultimate fate. Most cultures have their own unique 
psychopomps, ranging from powerful celestials and fiends to 
actual deities, such as Anubis, Azrael, Charon, Hermes, or the 
Grim Reaper. 


EXPANDED SPELL LIST 

The Reaper lets you choose from an expanded list of spells 
when you learn a warlock spell. The following spells are 
added to the warlock spell list for you. 


REAPER EXPANDED SPELLS 
Spell Level Spells 
1st bane, inflict wounds 


2nd detect thoughts, silence 


3rd nondetection, speak with dead 
Ath locate creature, phantasmal killer 
5th commune, cone of cold 

REAP LIFE 


Starting at 1st level, you can use a bonus action to harvest the 
dying life force of a creature within 5 feet of you whose hit 
points have been reduced to 0 since the start of your last turn. 
When you do so, you regain hit points equal to your Charisma 
modifier or to the creature's total hit points, whichever is 
lower. This feature does not work if the creature is a 
construct or undead. 


WRAITH FORM 
Beginning at 6th level, you can turn into a mass of shadows 
as a bonus action. When you do so, your speed doubles, and 
you are immune to damage until you either take the Attack 
action, cast a spell, or until the end of your turn. 

Once you use this feature, you cannot do so again until you 
finish a short or long rest. i 


GRIM TELEPORTATION 
Starting at 10th level, your mortal form no longer has a solid 
grip on the Material plane. As an action, you can teleport to a 
point on a surface that you can see within 120 feet. 
Additionally, you gain resistance to necrotic damage. 

Once you use this feature to teleport, you can’t use it to 
teleport again until you finish a short or long rest. 


DEATH BLOSSOM 
Beginning at 14th level, you can channel the power of your 
patron to harvest the lives of those around you. As an action, 
you project necrotic energy in a 5-ft. radius around yourself. 
All creatures in that radius must succeed on a Constitution 
saving throw, taking 10d6 necrotic damage on a failure, or 
half as much on a success. You automatically use your Reap 
Life feature on any creature reduced to 0 hit points by your 
Death Blossom. 

Once you use this feature, you can't use it again until you 
finish a long rest. 


